| WHEEL SS 

FORTUNE 
INSTRUCTION MANUAL 

y 


GAMETEK 


z 


GAMETEK LIMITED WARRANTY 


GameTek Inc. warrants to the original consumer purchaser of 
this GameTek cartridge that the medium on which this computer 
program is recorded is free from defects in materials and work- 
manship for a period of 90 days from the date of purchase. This 
Cartridge is sold “as is,” without express or implied warranty of 
any kind, and GameTek is not liable for any losses or damages 
of any kind resulting from use of this Cartridge. GameTek agrees 
for a period of 90 days to either repair or replace, at its option, 
free of charge, any Cartridge, postage paid, with proof of date of 
purchase, at its Corporate Offices: 3 Harbor Drive, Suite 110, 
Sausalito, CA 94965, 1-415-289-0220. 


This warranty is not applicable to normal wear and tear. This 
warranty shall be applicable and shall be void if the defect in the 
Cartridge has arisen through abuse, unreasonable use, mistreat- 
ment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIG- 
ATE GAMETEK. ANY IMPLIED WARRANTIES APPLICABLE 
TO THIS CARTRIDGE, INCLUDING WARRANTIES OF MER- 
CHANTABILITY AND FITNESS FOR A PARTICULAR PUR- 
POSE, ARE LIMITED TO THE 90 DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL GAMETEK BE LIABLE FOR ANY 
SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES 
RESULTING FROM THE POSSESSION, USE OR MALFUNC- 
TION OF THIS CARTRIDGE. 


Some states do not allow limitations as to how long an implied 
warranty lasts and/or exclusions or limitations of incidental or 
consequential damages, so the above limitations and/or exclu- 
sions of liability may not apply to you. This warranty gives you 
specific rights, and you may also have other rights which vary 
from state to state. 


This official seal is your assurance that this product meets the 
highest quality standards of SEGA™. Buy games and acces- 
sories with this seal to be sure that they are compatible with 
the SEGA™ GENESIS™ SYSTEM. 


PRESENTING WHEEL OF FORTUNE @ featuring 
VANNA WHITE for your SEGA GENESIS SYSTEM. 
With over 4,500 new questions, amazing new digi 
tized graphics and sound effects, you'll feel as if you're 
actually in the studio with Vanna White. Soon you'll 
experience the challenge and intrigue of one of 
America’s favorite TV game shows. 


THANK YOU for purchasing the GAMETEK Wheel of 
Fortune featuring Vanna White Cartridge for your 
GENESIS SYSTEM. Before you get started, please 
read this instruction manual thoroughly to ensure 
maximum enjoyment of your new Genesis Cartridge. 
Please save your manual in a convenient place for 
future reference. 
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STARTING UP 


1. Set up your Genesis System by following the 
instructions in your Genesis System 
Instruction Manual. Plug in the Control Pads. 


2. Make sure the power switch is OFF. Then 
insert the Wheel of Fortune featuring Vanna 
White cartridge into the console. 


3. Turn the power switch ON. In a few 
moments, the title screen will appear. 


4. If the title screen does not appear, turn the 
power switch OFF. Make sure that your sys- 
tem is set up correctly and the Cartridge is 
properly inserted. Then turn the Power 
switch ON again. 


IMPORTANT: Always make sure the power 
switch is turned OFF before inserting or 
removing Cartridge. 


NOTE: Wheel of Fortune featuring Vanna White 
can be played with up to three players. 
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HOW TO USE YOUR CONTROLLER 


D (Directional) 


Boton START Button 


Button C 
Button B 


Button A 


START Button 
Begins Play 
Pauses/Unpauses the Game 


D (Directional) Button 
Moves Cursor 


Button A 

Deletes letters when entering your name, or 
when you're solving a puzzle. (This is a short cut! 
You can also scroll your cursor to the DEL key on 
the letter board and press Button B to delete.) 


Button B 
Locks in your cursor selection. 


Button C 

When entering your name or solving the puzzle, 
you may press button C to indicate that you have 
completed your entry. (This may also be accom- 
plished by moving your cursor over END and 
pressing Button B). 


USING THE OPTION SCREEN 


1. The OPTION SCREEN can be selected by push- 
ing the control pad DOWN when on the START 
SCREEN. Two options are displayed: START 
GAME and OPTIONS. Push down on the control 
pad until the OPTIONS lettering flashes on and 
off; then, press the START button. You will now 
find access to the options screen. To exit the 
OPTIONS SCREEN press START. To start the 
game push the control pad up so the START 
GAME lettering flashes; then, press the START 
button. 


2. The OPTION SCREEN is used to do the follow- 
ing: 
a. To define the difficulty of the com- 
puter player (EASY /HARD). 
b. To define the speed of the timer 
(SLOW /FAST). 
c. To define which Control Pad Player 
#2 and Player #3 will use. 
d. To turn off the sound effects. 


NOTE: If a second Control Pad is not available, all 
three players can play off of one Control Pad by 
passing the Control Pad to the next player after 
he/she has completed his/her turn. 


SETTING UP THE GAME 


1. To begin game, press the START button when 
prompted. 


2. Select how many contestants 
will compete by moving the cur- 
sor over the desired number of 
players: 1,2, or 3. Press 
Button B to lock in your selec- 
tion. If you wish to compete 
against a computer player or players, please 
count them in at this time. For example, if you 
wish to play alone against 2 computer players, 
enter 3 contestants. 


NOTE: Please refer to the OPTION SCREEN sec- 
tion to learn how to set up the Control Pads. 


3. Now, select the number of 
computer players you wish to 
compete against. Enter your 
selection by placing the cursor 
over your choice and pressing 
Button B. 
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4. At the prompt, enter the names of the human 
players in the order in which you wish to compete 
by moving the cursor over the desired letters and 
selecting them by pressing Button B. The names 
being entered can be no more than 10 charac- 
ters long. After you have entered each name, 
move the cursor over END and press Button B 
or press Button C to select END. If you make a 
mistake while entering a name, 
move the cursor over DEL and 
press Button B to delete each 
letter or press Button A to 
select DEL. 


5. To choose your character, place the cursor 
over your selection and press Button B. This 
should be done for each human player, as 
prompted by the computer. 


6. If you are playing against a computer player or 
players, they will enter their own name(s) and 
contestant(s). 


HOW TO PLAY ROUND 1 


1. The screen opens with the Wheel of Fortune 
board displaying the category and the puzzle. 

The category could be: PERSON, PEOPLE, 
PHRASE, PLACE, EVENT, TITLE, THING, THINGS, 
FICTIONAL CHARACTER, SAME NAME or BEFORE 
AND AFTER. 


a. The letters involved in the puzzle will be 
highlighted in gray. 


b. The players’ names appear in order of 
play, going from left to right across the 
top of the screen. 


c. The round that you are in is displayed 
just above the game board. 


d. All of the player’s information is displayed 
as follows: 


Name Timer 


Winnings 


“Free Spins 
Accumulated 


2. A message will appear on the bottom of the 
screen indicating that it is Player #1’s turn to 
play. Player #1 may choose to 
SPIN, BUY a vowel, or SOLVE 
the puzzle. (Players usually 
elect to SPIN for the first few 
times until several letters 
appear on the board.) 


3. In order to BUY a vowel, the player must have 
at least $250 in winnings for the current round. 


4. A player must make the decision to SPIN, BUY 
a vowel, or SOLVE the puzzle quickly, as the timer 
located in his/her score box is counting down. 
(The timer is indicated by a white bar appearing 
under the contestant’s name and counts down 
from right to left). If the decision is not made 
within the allotted time, a message will come up 
on the screen indicating that the player has run 
out of time. If the player runs out of time, play 
passes to the next player. 
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5. CHOOSING TO SPIN 


a. Player #1, if you decide 

to SPIN, lock in your choice 
by moving the cursor over 
the SPIN wheel and pressing Button B. 


b. After selecting SPIN, you will go to the 
contestant screen. 


c. The strength which you will exert in 
spinning the Wheel is indicated by a white 
line appearing directly under your name. 
Press Button B to select the desired 
strength. (The longer the white line, the 
more power in the spin.) 


d. The Wheel on the N 
screen spins and the dollar ff 
value on the Wheel is dis- K 
played in a box above the 
Wheel. 


e. When the Wheel stops, the dollar value 
on which the Wheel lands determines the 
value of the consonant you will be selecting 
during your turn. 


f. In addition to landing on a dollar amount 
the following may happen: 


da 


1. If the Wheel stops on BANKRUPT, 
you will lose all of your winnings for 
the current round. 

2. If the Wheel stops on MISS A 
TURN, you lose/miss your next turn. 
3. If the Wheel stops on FREE SPIN, 
you will earn a FREE SPIN only if you 
choose a consonant correctly. You 
can use this FREE SPIN during any 
round, except the bonus round. 


6. ENTERING YOUR CONSONANTS 


Once the value of your letter is determined, the 
game directs you to ENTER A CONSONANT. 
Scroll right or left with the cursor to the letter of 
your choice and lock it in with Button B. 
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a. If the consonant is correct, its location 
lights up on the game board and Vanna 
turns over the letter. The value of the spin 
for that consonant is entered above your 
name. (If that consonant appears more than 
once, the value of your spin is multiplied by 
the number of times that particular conso- 
nant appears in the puzzle.) If your choice is 
correct, you will once again be prompted to 
SPIN, BUY a vowel, or SOLVE the puzzle. 
You may continue playing until you either 
choose a letter incorrectly, incorrectly try to 
solve the puzzle, spin the Wheel and land on 
MISS A TURN or BANKRUPT, or run out of 
time when selecting the letter. 


— Ghee» >. 


b. If your consonant is incorrect, the game 
informs you that that consonant is not in the 
puzzle. Play then passes on to the next con 
testant. 


7. BUYING A VOWEL 


You may choose to buy a vowel as long as you 
have earned $250 in the current round of play. 


a. If you decide to buy a vowel, place the 
cursor over the VOWEL wheel and press 
Button B. 


b. The $250 is deducted from your 
winnings whether or not that vowel is in the 
puzzle. 


c. The cost of a vowel is always $250, 
regardless of how many times that vowel 
appears in the puzzle. 


d. If you do not have $250, you will not be 
allowed to buy a vowel. 


e. If you choose a vowel that is not con- 
tained in the puzzle, then play passes on to 
the next player. 


| 8. SOLVING THE PUZZLE 


During any of your turns, you may choose to 
solve the puzzle. 
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a. Move the cursor to Solve and lock in with 
Button B. 


b. A flashing tile appears at the first missing 
letter. Move the cursor over the letter of 
your choice and lock in by pressing Button 
B. Continue to enter the missing letters until 
you have completed the puzzle or run out of 
time. 


c. When you have completed the puzzle, 
move the cursor to END and press Button 
B, or simply press Button C to end. 


d. If you make a mistake when entering the 
letters, move the cursor to DEL and press 
Button B to delete the last entry, or simply 
press Button A to delete. 


e. If your solution is correct, a message will 
appear congratulating you on winning 

the round and will display your winnings for 
that particular round. 


f. If you are incorrect, play 
passes to the next player. 


g. Press Button B to 
continue. 


NOTE: Speed is essential since the timer is count- 
ing down. Accurate spelling is also essential - 
even one incorrect letter will make the response 
incorrect. 


14 


HOW TO PLAY THE FOLLOWING ROUNDS 


1. After Round 1, the game returns to the con- 
testant screen displaying the winner's winnings. 
This will be done after each 
round, showing each player's 
accrued earnings for the entire 
game up to that particular point 


in play. 


2. Round 2 is played the same as Round 1, how- 
ever, a $2,500 space is added to the Wheel. 

Round 3 also follows the same rules as Round 1: 
however, a $5,000 space is added to the Wheel. 


3. Player #2 starts Round 2. Player #3 starts 


Round 3. (If only two players are competing, then 
Player #1 starts Round 3.) 
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HOW TO PLAY THE BONUS ROUND 


1. If you are the winner, your 
name and winning score appear 
on the screen. Press Button B 
to continue. 


2. There is a different prize behind each letter of 
the word WHEEL. You must select one ar these 
letters by moving the cursor > 
over the star containing your 
choice. Lock in by pressing 
Button B. The prize will not be 
revealed unless you have solved 
the puzzle correctly. 


3. At this point, you will be shown the bonus puz- 
zle. The consonants R, S, T, L, N and the vowel 
E will be revealed if they are in the puzzle. Press 
Button B to continue. 


4. You may now choose three more consonants 
and one more vowel. Move the cursor to the let- 
ters of your choice and lock in using Button B. 
Make your selections quickly because the timer 
will be counting down. If any of the letters you 
have chosen appear in the puzzle, they will be 
revealed on the game board. 


5. The timer will reset and you will be asked to 
solve the puzzle. 
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6. TO SOLVE THE PUZZLE: 


a. A flashing tile appears at the first missing 
letter. Move the cursor over the letter of 
your choice and lock in by pressing Button 
B. Continue to enter the missing letters until 
you have completed the puzzle or run out of 
time. 


b. When you have completed the puzzle, 
move the cursor to END and press Button 
B, or simply press Button C to end. 


c. If you make a mistake when entering the 
letters, move the cursor to DEL and press 
Button B to delete the last entry, or simply 
press Button A. 


7. If you have solved the puzzle successfully, 
you win! 


8. The prize that you had select- 
ed earlier will be revealed by 
pressing Button B. 
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MESSAGE TO PLAYERS 


This Cartridge uses a program which randomly 
accesses the puzzles in the database. When 
your Genesis System is turned off, the entire puz- 
zle file is cleared and made available for future 
play. Puzzles are selected at random by the com- 
puter, so although there are over 4,500 puzzles, 
repetition may occur. If during a round, you wish 
to have a different puzzle, press Button A to 
change the puzzle or Button C to continue game 


play. 


This game has been programmed to utilize the 
full TV screen. Since some older model TV sets 
have rounded screens a portion of the image may 
be blocked out. 


HINTS ON GAME PLAY 


1. Correct spelling is essential when solving a 
puzzle. We recommend that you check all the 
letters you have entered before you select END. 


2. Each time a player guesses a letter correctly 
or incorrectly, that letter is eliminated from the 
alphabet on the screen. 


3. When all the consonants have been selected, 
the only options available are BUY A VOWEL or 
SOLVE PUZZLE. A message will appear on the 
screen indicating when only vowels are left in the 
puzzle. 
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4. When only vowels are left in the puzzle, the 
player whose turn it is currently can either solve 
the puzzle or buy a vowel (if they have $250). If 
the player chooses a vowel that is in the puzzle, 
then he/she may either continue buying vowels, 
(again, as long as they can afford it) or solve the 
puzzle. If the player chooses a vowel that is not 
contained in the puzzle, then play is passed on to 
the next player. If all letters have been turned 
over in the puzzle, then the player whose turn it is 
can solve the puzzle by selecting SOLVE and then 
selecting END. 


5. BANKRUPT only applies to the winnings of the 


current round. The player's accrued winnings 
from previous rounds are not lost. 


HANDLING YOUR CARTRIDGE 


1. The Sega Genesis Cartridge is intended for 
use exclusively for the Sega Genesis System. 


2. Do not bend it, crush it or submerge it in any 
liquids. Do not try to disassemble. 


3. Avoid leaving the cartridge in direct sunlight or 
near a radiator or other heat source. 


4. Be sure to take an occasional break when 


playing for an extended period of time, to rest 
yourself and the cartridge. 
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Warning to owners of projection televisions: 

still pictures or images may cause permanent 
picture-tube damages or mark the phosphor of 
the CRT. Avoid repeated or extended use of video 
games on large screen projection televisions. 


GameTek would like to thank the following people for 
their time and effort in creating Wheel of Fortune 
featuring Vanna White for your Sega Genesis 
System: 


Developed by ImagiTec Design, Inc. 
Programmed by Rab 

Intro by Carl Wade 

Art by Pete Goldsmith 

Additional art by Andrew Gilmour, 
Colin Jackson, Andrew Walker 

Music by Barry Leitch, lan Howe 
Testing by John McKinnon 

Imagitec Producer Julian Alden Salter 
Produced by Rod Humble 

Executive Producer Elizabeth Curran 
Manual written by Elizabeth Curran and 
Rod Humble 

Packaging Design by Steve Curran and 
John Tombley 
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THIS GAME IS LICENSED BY SEGA ENTERPRISES 
LTD. FOR PLAY ON THE SEGA GENESIS SYSTEM. 


WHEEL of FORTUNE? is based on the television pro- 
gram produced by Columbia TriStar Television, a Sony 
Pictures Entertainment company. Copyright” 1992 
Califon Productions, Inc. Wheel of Fortune is a regis- 
tered trademark of Califon, Inc. All rights reserved. 
Packaging and computer source codes °1992 
GameTek, Inc. All rights reserved. 3 Harbor Drive, 
Suite 110, Sausalito, CA 94965. SEGA AND GENESIS 
ARE TRADEMARKS OF SEGA ENTERPRISES, LTD. 


PATENTS: 

U.S. #’s 4,442,486/4,454,594/4,462,076/4,026,555; Europe + 
80244: Canada #’s 1,183,276/1,082,351: Hong Kong # 88-4302; 
Germany # 2,609,826; Singapore # 88-155; U.K. # 1,535,999; 
France # 1,607,029; Japan #'s 1,632,396/82-205605 (Pending). 


LICENSED BY SEGA ENTERPRISES LTD. FOR 
PLAY ON THE SEGA™ GENESIS™ SYSTEM 


SEGA AND GENESIS ARE TRADEMARKS OF 
SEGA ENTERPRISES LTD. 
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3 Harbor Drive, Suite 110, 
Sausalito, CA 94965 
PRINTED IN USA 


